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The computer game 
industry has gone from 
a cottage industry to 

a multi-billion dollar 
global market in the 
past decade... 





Welcome to the 
Australian 


Its enormous growth provides a signal of what is to 
come. In the next 12 months computer game software 
sales are expected to exceed motion picture box office 
revenue — a staggering result. 


The Victorian Government is proud of the contribution — 


made by this State’s game developers. Victoria is home 
to half of Australia’s $30 million per annum game 
development industry. 


Our home-grown companies are supported by some of 
the world’s largest game companies, which together 
provide direct employment for more than 250 Victorian 
game developers. 


The Australian Game Developers Conference celebrates 
the achievements of our local industry. The conference 


Conference 











The 2nd Australian 
Games Development 
Conference begins 
ae ies 


Australian Development Community. The growth 
qutlook for games development both domestically 
and internationally is astonishing. 
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also provides developers with a forum to discuss the 
latest industry trends and to identify ways that 
Australian companies can capitalise on the 
Opportunities arising from the industry's growth. 


The Victorian Government is a proud sponsor of the 
AGDC, which will be held in Victoria for the next three 
years. This sponsorship is part of our commitment to the 
Victorian computer game industry, which is making a 
valuable contribution to the State's future prosperity. 


| hope you enjoy the conference. 


Sincerely, 


The Hon. John Brumby, MP 


Treasurer and Minister for State and 
Regional Development 











of the GDAA 


As President of the Games Developers Association of 
Australia | would like to congratulate our games 
development community for their continued interest 
and support for the Conference. 1999 saw the inaugural 
AGDC held in a hotel in Sydney with over 200 delegates 
from around Australia. This years delegate numbers 
have more than doubled, resulting in the need for a 
venue that could accommodate this huge increase. 


This is proof of the burgeoning and maturing industry 


within Australia. The need to provide up-to-date 
information to both active games developers and those 
who would like to break into the games development 
industry has never been greater. I'm looking forward to 
speaking with people interested in becoming part of 


this industry and of course those people already 
involved who continue to make the rest of the world 
stand up and take notice! 


Welcome to the 2000 AGDC. Great to see you in 
Melbourne. Enjoy yourselves and meet as many 
people as you can! 


Adam Lancman 
Managing Director, Infogrames Melbourne House 
President, Game Developers Association of Australia 














the Australian Game Developers Conference 


When: Friday, 3 November 


AGDC 2000 Cocktail Party Time: 17:30-18:30 


Where: Exhibition Area, You Yang 6 


Grab a cold drink, unwind and mingle with the industry. 


Once you've gathered all the info you can from the first day of conference sessions, 
you'll be ready to head directly into the exhibit area to gather with the rest of the Sponsored by: SONY 
guests for the social kickoff of the AGDC 2000. Here you can take off your business face 
and relax with a few drinks surrounded by your friends and co-workers or you can 
chat about what you've heard over the course of the day with other attendees and the 
speakers themselves. Beer, wine and soft drinks will all be served, without charge, to 
our conference guests (over 18s only please). Afterwards, you can head back to your 





room and rest up in preparation for the Suite Party Night event, which will commence COMPUTER 
at 19:30pm. This is a rare chance to circulate with your colleagues from all over the ENTERTAINMENT 


world, so don’t miss it! 


When: Saturday, 4 November 


AGDC PAOTOLG Wild Life Dylalarsia Time: Cocktails 18:30-19:30 Dinner 19:30-23:07 


Where: Melbourne Zoo 


After a long day of watching product demos, conversing with 
recruiters and consulting with technical speakers, you'll be 
more than ready to unwind with a nice long dinner 
surrounded by your colleagues, co-workers and cougars... 


That's right, this year’s dinner event is being held at the beautiful Melbourne Zoo 
where you'll get a chance to experience exotic wildlife from all over the world without Sponsored by: 

having to push through crowds to do it. And if you thought getting shot with a Nerf 

gun was bad last year, we'd advise you to stay away from this year’s gladiatorial Proudly supported by Multimedia Victoria 
combats near the tiger enclosures. 


After the close of the show on the 4th, coaches will arrive at the two conference hotels 
to take registered dinner guests to the zoo. We'll start the evening with drinks and State Government 
savouries on the Tiger Bridge. You'll probably want to keep your arms away from the 
sides. Afterwards we'll move to the marquee area where guests can enjoy a multi- 





WA (ei ke)ale 


course sit down dinner in the company of the hottest names in interactive 
entertainment today. During the course of the meal various awards will be given 
(including the coveted Best Party Suite Cup) to different designers and entertainment 
(other than the nocturnal feedings) will be provided. Once we're through with dinner, 
let the battle begin!! At the end of the night, coaches will ferry everyone back to the 


relative safety of the conference hotels. After that, those of a partying mind can hit the 


town in style or head back to their hotels to catch up on much-needed sleep. = 

Tickets for the dinner will are AUD$125. This covers transportation to and from the 

conference hotels, savouries, drinks, a three-course meal, coffee and entertainment ® 
Coaches will depart at 18:00 from the event for the Zoo. There are a limited number of 


seats available, so book early! 








When: 
Where 


Suite Party Night 
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Friday, 3 November 19:30 - 23:00 
: See below 


This is the ultimate way to get a chance to meet speakers, 
publishers, developers, and other industry VIPs in a less 
than formal setting. 














> cx up your Suite Party Passport and use it for prizes, networking and chance to make Where: Centra Hotel 
jour worce Nearc. Visit 4 companies, get stamps from each company and then fill out BlueTongue Bridge Room 1 
(Our wote for the winner of the 1st annual AGDC party award! Drop off your passport Discreet Bridge Room 4 
anc enter to win prizes from Blue Tongue Software, Micro Forte, 3dfx and more. Infogrames Bridge Room 2 
Th2 winning company will be honored in front of the entire delegation at the dinneron = where: MECC 
‘ — night with the . ae se si Cup. Not ml Lb con 2dfy You Yangs 1 
zy Their name engraved on this shining piece of history, they will maintain their party ‘otal euiNeriae 
champion status until next year’s show, when they'll either rise to glory again or have Micro Forte Tete 
the trophy ripped from their hands by the next up and coming challenger. Ratbag ne 
NVIDIA Howqua 1 
When: See below 
Speaker Mel eiatels Where: Exhibition Area, You Yang 1 
+) registered speakers are welcome to use the Speaker Lounge in Room You Yang 1. 
hone lines, couches and a PC to test your presentation are available for your use. 
The speaker lounge is open: 
“riday, 3 November 8:30-17:30 
ztunday, 4 November 7:30-18:00 
Sunday, 5 November 8:30-12:00 
When: See below 
Where: Media Working Room 
+) registered press are invited to use the Media Working Room to file stories, conduct 
7i=rviews and pick up media kits. Hours are from: 
rtiday, 3 November 8:30-19:00 
urday, 4 November 7:30-19:00 
nday, 5 November 8:30-14:00 
When: See below 
Where: Exhibition Area, You Yang 6 
Dp y attendees with full conference registrations are entitled to lunch. Lunch will Friday 12:15-13:30 
D Served (np the exhibit area in You Yang 6. Additional food is available for purchase Saturday 11:30-13:30 
se Sunday 12:45-13:30 
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We know that every developer has their own needs and 
agenda so we've tried to put together a program that lets 
you get exactly what you want out of the AGDC. 


Each of our five tracks is aimed at filling you in on the most important issues facing the international development 


community today. You can follow through every session on a given track for an in depth look at one specific aspect of 


the industry or skip around picking only the sessions that are important to you. Each day we will also have one or more 


keynote speakers who will be covering topics of importance to everyone. Io help everyone avoid conflicts, we won't 


schedule any other sessions during our keynotes. 





3 November, 9:30 - 10:30 


The Poor Get Richer: 
The Ancient Art of Game Design 


Game Balancing is the art of crafting and tuning game 
play and rules to maximize the player's enjoyment of 
the interactive experience and minimize negative 
experiences. The most successful games achieve 
excellence in several areas at once—Graphics, 
Technology, Sound, Cinematics, Story, and Game Play. 
As an industry we have made great and demonstrable 
progress at improving the quality of our games in all 


but the last of these categories. We are familiar with the 


Steps to be taken in order to include excellent Graphics 
in our product, excellent Technology, and so forth. But 
although we can point to numerous examples of 
excellent game play, we have a harder time articulating 
the specific steps to be taken in order to polish and 
refine the game play experience. This presentation will 
explore some of the pitfalls a game design can fall into, 
contrast them with the desired situation, and examine 
some practical techniques for polishing game play. 


Speaker: Brian Reynolds, President, 


Big Huge Games 


3 November, 13:30-14:30 
Uncovering the Secrets of the Xbox 


Speaker: Seamus Blackley, Director of Advanced 
Technology, Xbox, Microsoft 


4 November, 8:00-9:00 


Will Games Supersede Movies? 
Realism and Storytelling in 

The Getaway 

Realistic environments - Digitally reproducing a city 
Realistic characters - Casting, Real Actors, Scanning, 
Real performances - Motion Capture, Facial Animation 


Speaker: Brendan McNamara, Game Director/ 
Studio Manager, Team Soho - 
Sony Computer Entertainment Europe 


All keynotes take plage in the 
John Batman Theatrev « 


5 November, 11:45-12:45 
PC Games in 2000 and Beyond 


The evolution of the PC has resulted in continual 


improvements in performance, usability and 
affordability. For consumers this is great, but is both 
blessing and curse for developers. While games look, 
sound and play better every year, developers have to 
cope with scaling their titles across a range of 
performance capabilities, while dealing with 
exponential growth in development costs. At the 
same time, the Internet is changing the landscape 
for both PC games and the PC games business. 
These and more topics will be covered in this look 

at the PC Gaming landscape 


Speaker: Kim Pallister, Senior Marketing Engineer, 
Intel Corporation | 





the Australian Game Developers Conference 


Business & New Technology Development 





This track will be aimed at developers who are trying to sharpen their business skills and contacts. Sessions in this track 
are designed to inform developers on everything from specifics like how to start a game company and attracting 
venture capital to more general topics like attracting a new audience for your games. 


All Track 1 sessions take place in the Corryong 1 Room. 


Friday, 3 November Saturday, 4 November 10:30-11:30 
11:00-12:15 9:15-10:15 eral 
Senator Kate Lundy What Is a Big Publisher Looking for? Hear from a leading venture capital investor describe 


the critical steps in looking for funding in this 


TEBE SOU AO ran MALE competitive environment. Roger Buckeridge will go 


14:45-15:45 


: multitude of projects in external development 
The Wireless Future for 


explain how VCs evaluate prospective companies, what 


throughout Europe and the US. The company is planning they look for in business plans and how you can prepare 


Network Games to expand through out Australasia. This session will ' 
. your plan for appraisal. 
© anoverall picture of the market opportunity cover Infogrames’ success so far, its structure and what 
— the company is looking for in development partners. Speaker: Roger Buckeridge, Executive Director, 
e — network games in wireless environment today 
arte meerilane This is the perfect talk for developers who are looking to Allen & Buckeridge 


: —- get insight into the operations, structure and decisions 
e — are services, content or devices driving the 


0) new market? that are made by a larger games company. 


e — the technologies involved in wireless games Speaker: James Tutton, Infogrames 


e what it takes to create games for wireless 
environment 
Speaker: Susanne Stenberg, 
General Manager, Nokia 


16:00-17:15 
The Mobile Internet Games Market 


According to data monitor wireless gaming revenues 
will reach $6b in US and Western Europe by 2005. 
There are expected to be over 1 billion mobile phone 
subscibers in the world by 2003 - over 500 million will 
be mobile Internet connected according to leading 
analysts. Advances in Mobile IP networks, operating 
systems application environments (WAP), radio 
connectivity (Bluetooth), devices and adjunct systems 
such as mobile positioning systems present new 


challenges and new dimensions to game design. Australian Game Developer Conference 2000 
What will be the wireless internet games people play? 

_ What are the key considerations in determining Contact devprogram@3dfx.com 
successful content? What are the business models and watch http://www-dev.3dfx.com 





that with promise? for the latest development information 
and event details. 
Speaker: Andrew McLorinan , Marketing Manager 


for Wireless Internet Applications, 





Ericsson Australia 








13:00-14:00 
Starting Your Own Development House 


Trying to build a small start-up into a serious 
development studio requires a lot more than good ideas 
and a strong work ethic. Relic CEO Alex Garden will take 
you through the pitfalls and dangers of building a 
design house while offering invaluable pieces of advice 
on topics like: dealing with publishers, building a strong 
Staff and maintaining a technical edge. 


Speaker: Alex Garden, CEO, Relic Entertainment 


14:30-15:30pm 
Developing Games in Australia... 
Who Can You Turn to? 


So you've decided that you would like to develop games 
in Australia? Who out there can provide you with up 

to date industry knowledge? Don’t miss this roundtable 
discussion with CEOs of the leading Australian 
developers. Get your burning questions about contracts, 
business plans and the future of the industry answered 
at this panel. 


Speakers: Adam Lancman, President, 
Game Developers Association of Australia 
and Managing Director, Infogrames 
Melbourne House; 


Gregor Whiley, Vice President SSG; 
John De Margheriti, CEO, Micro Forte; 
Bill McIntosh, CEO, Torus Games 


Trevor Nuridin, Tantalus Interactive 


*This session will take place in the John Batman Theatre. 


15:45-16:45pm 
Online Game Publishing Deals 


As the focus of game development moves online, new 
ways of financing game development and exploitation 
are required. No longer is the book publishing paradigm 
relevant and we need to move closer to the film model 
of distribution. This session looks at the key issues: 


* revenue models 
* — online publisher finance 
* — other financing sources 


* — hybrid packaged goods/online 
subscription models 


* — maintenance issues 
* — facility costs and net revenue figures 


* — other purely distribution issues as opposed to 
development issues 


* re-use and territory by territory issues 


* — outline of the existing models-Ultima, 
Everquest etc 


Where to for the small underfunded developer in this 
expensive new development world? 


Speakers: Martin Cooper, Executive Director, 
Pre Angels and John DeMargheriti, 
CEO, Micro Forte 
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Sunday, 5 November 


9:00-10:00 
The Role of Producers and Directors in 
Successful Game Development 


In the film industry the roles of Producer and Director 
are firmly established. Yet in the game industry 
confusion still exists as to what these roles are and 
whether they are even necessary. This session addresses 
this issue and examines the idea that producers and 
directors are essential to the successful development of 
any game. We will look at case studies of projects which 
have run into difficulties and suggest that the absence 
of one or the other of these roles may have been to 
blame. We will examine a generic organizational 
structure which can be applied to any studio. Using this 
we will show how Directors and Producers may interact 
with the rest of the development team. We will address 
more general problems of resolving management and 
creative issues and show how the roles of Producer and 
Director are essential to resolve these in a timely 
fashion. Finally we will then look at the kinds of people 
who make successful Directors and Producers and 
suggest how they can be identified and recruited. 


Speaker: Tony Oakden, Producer, Fallout Tactics 





10:30-11:30 
Managing Your Publisher Relationship 


At last year’s AGDC Greg Siegele, CEO, Ratbag Games, 
spoke about how to get a publishing deal. But what do 
you do when you land a deal. How do you ensure that 
your publisher stays happy. How do you get the best 
marketing and PR for your title? Greg will talk about 
what the publisher expects from a developer, and what 
the developer can do to ensure that their title gets the 
best treatment possible. Because landing the deal is 
only the beginning! 


Speaker: Greg Siegele, CEO, Ratbag Games 











the Australian Game Developers Conference 


General Design 





This track is aimed at developers who are eager to learn more about important design solutions from the best and 


brightest stars in the industry today. These sessions will cover a wide range of topics that affect all game designers, no 


matter what platform they're working on. 


All Track 2 sessions take place in the Corryong 2 Room. 


Friday, 3 November 


11:00-12:15 
A Car Driving and Navigation 
Al Case Study: South Park Rally 


The trials and tribulations of developing a unique car 
driving and navigation Al system. 


Speaker: Graeme Scott, Senior Programmer, 
Tantalus Interactive 


14:45-15:45 
MMOGs: Massively Challenged 





Massively-multi-player online games (MMOGs) offer 
players a new kind of gaming experience, with 
considerable commercial rewards for those companies 
that can create a successful online game. However the 
sheer number of players creates a unique set of design 
and technical challenges that need to be overcome. 
We draw out some of the issues, and some practical 
lessons based on our experience developing BigWorld: 
Citizen Zero, Micro Forte’s massively multi-player 
action-adventure game. We look at some of the 
technical challenges in supporting hundreds of 
thousands of players in the one seamless world, 

the problems with creating enough content for these 
players, and the challenges of managing online 
communities and social interactions in a way that 
enhances the gaming experience. 


Panel Discussion: Steve Wang, Producer; 
Simon Hayes, Director 
of Technologies; 
Paul McInnes, Senior Game 
Designer, BigWorld 


16:00-17:15 
Internet Casino Game Design 


One of the fastest growing areas of game development 
is the online casino gaming market. In this session, 
Tony McAuslan , Founder and CEO of Next Generation 
Entertainment - the world’s largest independent game 
design studio for games of this type, will discuss the 
basics of game creation, the legal hurdles designers 
must overcome , talk about the elements of theming an 
entire site, discuss Hollywood's interest in this market 
and explain why Australia now leads the world in this 
field of game design and the very real opportunities for 
the future. 


Speaker: Tony McAuslan, CEO, 
Next Generation Gaming 


Saturday, 4 November 
9:15-10:15 

Al Techniques for Turn Based and 
Real Time Games 


A place for developers to ask questions and get real 
world answers about both Al principles and ingame 
Al techniques. 


e Al: the foundation of good game design 
e Why movement systems matter 

e Turn based vs. realtime Al 

e Strategic vs. tactical Al 


e ‘Cheating; why you have to do it and how it 
will be perceived by users 


e Tricks of the trade 


Discussion: Roger Keating, Senior Vice President 
and Dean Farmer, Programmer, SSG 


10:30-11:30 
Game Design Techniques 


Some of the biggest names in game development will 
sit down together on this panel to discuss the secrets 
and tricks behind the art of game design. Such diverse 
topics as Al, game balancing, graphics design and basic 
elements of game play will be discussed in a round 
table format. Don’t miss this fantastic brainstorming 
session with experienced developers who've seen it all. 


Louis Castle, GM and Co-Founder 
of Westwood Studios; 


Brian Reynolds, CEO, 
Big Huge Games; 


Panel Discussion: 


Mark Morrison, Design Manager, 
Infogrames Melbourne House 


13:00-14:00 
In House Tools: Why Write Them? 


Why spending time and effort in developing in house 
tools is beneficial to relying purely on commercial 
product. Plus a quick sneak of Tantalus polygon PVS. 


Speaker: Andrew Bailey, lechnical Director, 
Tantalus Interactive 


14:30-15:30 


Realtime Procedural 3D Content 
Generation 


Learn how to use the horsepower of the processor to 
generate 3D content algorithmicaly, saving valuable 
artist time & download bandwidth. Understand 
procedural generation of terrain geometry, textures, 
trees, clouds and more. We'll discuss and demonstrate 
performance implications and experiments we've tried 


in DirectX. This session should interest persons familiar 








with 3D graphics programming and/or Microsoft 
DirectX. This presentation would be aimed at beginner 
to intermediate level programmers. 


Speakers: Kim Pallister and Dean Macri, 
Senior Marketing Engineers, Intel 


15:45-16:45 


Girls’ Games: Approaching the 
~ Other Half 


Only a few years ago, computer games for girls were 
virtually unheard of, and many experts predicted a 
non-existent market. Girls games have now taken the 
children’s market by force and are a dominant category. 
Frequently the PC Data top-ten list contains several 
girls’ titles. Concurrently, the production of girl-oriented 
software has increased greatly. In a field dominated by 
males, this has necessitated that many members of 
these development teams are male. Do these products 
suffer? Should men be locked out of this field? On the 
contrary, these teams can produce superior products, 
provided they learn how to utilize demographic 
research and market data and to channel their creativity 
along these lines. Attendees to this session will learn 
many of these critical skills including many specific 
examples and their applications in design and will walk 
away with the ability to put together and manage 
effective teams for producing girl games. 


Background 

e — Early history of games specifically for girls 
and women. 

e — The Barbie Age: Taking the market by storm. 


e Purple Moon: Born of Paul Allen’s money, 
a hip SF-based and very female company, 
with designs based on a huge amount of research. 


e Barbie vs/ Purple Moon - A rivalry becomes 
a marriage. 


e New players and other contenders. 


Research & Design 

e The existing base of research: finding it and 
using it. 

e — Social play for girls vs/ competitive play for boys. 


e Barbie girls vs/ tom-boys. Are they really 
that different? 


e Visual design: Photo collages; Retro-70’s; 
other popular elements. 
Creating and Managing a Team 


e Using a diverse brainstorming team, and guiding 
the design process. 


e — Training the men to think like girls. 


e Include programmers in the process from the start. 


e Managing a male art team. 


e Keeping a girl spirit alive in a male- 
dominated office. 


Conclusion 


Speaker: Marco Pinter, Founder, Badass Games 


17:00-18:00 
Building Large Scale Projects on Time 


This panel will cover the processes involved in large 
project management from start to finish. Topics will 
range from setting reasonable milestones and what 

to when your team falls off schedule to keeping a 
creative staff motivated over long periods of time. 
Special emphasis will be placed on meeting and 
maintaining deadlines within a two-year development 
structure. Real world examples from leading developers 
will be given during the course of the session. 


Rob Huebner, Vice President, 
Nihilstic; 
Alex Garden, CEO, 


Relic Entertainment; 


Robin Walker, Game 
Designer/Development 


Panel Discussion: 


Engineer, Valve; 


David Giles, Director of 
Development, Infogrames 
Melbourne House 


Special thanks to 
our Media Sponsor 


BigKid.com.au 
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Sunday, 5 November 


9:00-10:00 
The Recipe of Consistently 
Great Games 


This presentation will attempt to distill the formula 

for success in the interactive entertainment industry. 
As the cofounder of Westwood Studios | have watched 
and helped guide the growth of our two person 
company into a group of over 200 with dozens of titles 
and hundreds of SKUs to our credit. Nearly every title 
that was started in the past 15 years was eventually 
shipped and all that were shipped were profitable. 
Most Westwood products have been successful, some 
have been huge successes. This presentation will touch 
on company philosophy, product vision, art direction, 
technical innovation and all the other elements that 
contribute to making a great company and ultimately 
great product. Each attendee should be able to confirm 
their beliefs, or at least their fears, as | use Westwood as 
a case study in what to do right and what can go wrong 
with creating entertainment in a volatile industry. 


Speaker: Louis Castle, GM and Co-Founder 
of Westwood Studios 


10:30-11:30 € 
Completing Small Projects on Time 


This talk will cover several case studies of projects 
completed on the Game Boy Color. Topics discussed will 
include lessons learnt from previous projects in terms of 
meeting publisher deadlines and stages of the life of a 
project. The lifecycle section of the talk will cover 
everything from the proposal stage through to final 
testing. Some of the titles covered in the case study 
section will include Duke Nukem, Yoda Stories and 

Max Steel. 


Speakers: Kevin McIntosh, Producer and 
Grant Davies, Lead Programmer, 


Torus Games 
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This track is for those who are looking to get detailed information on developing for the latest platforms. Sessions will 
include up-close and personal techniques for getting the most out of today’s systems and the next generation systems 


coming down the pipe. 


All Track 3 sessions take place in the Corryong 3 Room. 


Friday, 3 November 


11:00-12:15 
DirectPlay 8 Roundup: Project Status 
and Overview 


An overview of what DirectPlay 8 provides and the 
philosophy of DirectPlay’s rewrite. This will be followed 
by a discussion on its use including gotchas and 
programming philosophy, voice transmission usage and 
design considerations, and status on current internal 
testing will be provided. — 


Speaker: Paul Donlan, Group Manager, Microsoft 


14:45-15:45 

Direct3D 8: DirectX8 graphics overview 
After a brief introduction to the current state of PC 
graphics hardware, detail on the full DirectX8 graphics 
pipeline will be presented including detail on overall 


Graphics Architecture, Vertex Pipeline, Raster Pipeline 
and some future additions to the DirectX8. 


Speaker: Mike Burrows, Microsoft 


16:00-17:15 
Utilizing Xbox Audio 


The Xbox is a piece of technology eagerly anticipated in 
the industry. What does Microsoft's focus on high- 
quality audio technology and mature development 
processes mean to the audio community? 


e What Microsoft learned looking at console audio 
e = Qverview of Xbox: What it is, how it works, etc. 
e Very high-level overview of Xbox audio 
© Xbox demos 
e — Programming and creating audio assets for Xbox: 


Impact on audio production in the industry 


Speaker: Chanel Summers, Xbox Advanced 
Technology Group, Microsoft 


Saturday, 4 November 


9:15-10:15 
Porting Your Graphics Engine to 
DirectX8 


After a brief overview of what's new in Graphics for 
DirectX8, detail on each major area of change will be 
presented. This will include an overview of the much 
simplified DirectDraw and Direct3D initialisation, 
resource management, buffer and stream management, 
vertex shaders, pixel shaders and enhancements made 
to the D3DX utility library. Requirements: Some 
knowledge of the DirectX graphics API pre-DirectX8. 


Speaker: Mike Burrows, Microsoft 


10:30-11:30 
How PlayStation2 Will Deliver Content 
in the New Millennium 


Next-generation consoles will be networked, have 
persistent storage mediums and immense power. 

In this talk, we discuss the basic architecture of the 
PlayStation 2, and how these features will help deliver 
content to users. We also discuss the concept of 
Computer Entertainment - how the PlayStation2's 
features will open up new genres for existing game 
developers, and new markets for non-game developers 


Speaker: James Russell, Manager, Tools 
and Middleware, Sony Computer 
Entertainment Europe 


13:00-14:00 

Rethinking Software Design to 
Exploit the Cutting-edge Technology 
of PlayStation2 


The revolutionary design of PS2 has forced developers 
to rethink their approach to development, but the 
potential gains to be made from harnessing this type of 
architecture are huge. This lecture shows how the 
features of the PlayStation2 hardware provide excellent 
flexibility and performance. 


1) Examining data handling - Changing your 
programming approach from large cache, small 
pipeline architecture of PC to high bandwidth DMA 
with intelligent data handling and on-demand 
data decompression. 

2) Utilising a Micro-programmable graphics pipeline. 
Rendering using procedural and parametric 
descriptions of objects, moving away from 
pre-authored polygonal content. 


3) Making using of huge GS fill rate and poly drawing 
ability. Alpha Blending, Multi-pass rendering, 
AntiAliasing and Feedback techniques. 


Intended Audience: This session is aimed at engineers 
developing code for PlayStation2 and similar 
architectures. A basic knowledge of 3D rendering, 
maths and low-level computer architecture would be 
beneficial but not essential. 


Speaker: Mark Breugelmans, Technology Manager, 
Sony Computer Entertainment Europe 


14:30-15:30 
Designing Games for Handheld Devices 


Mobile gaming offers immense opportunities in the 
emerging market of advanced cellular phones, PDAs, 
and handheld gaming devices. Great titles can be 
created with smaller teams, shorter schedules, and less 
money. How does a developer approach these markets, 
and what technologies will be the most pervasive? 


~ How can you leverage your design and assets from a 
large-scale project (console and PC) into the limited 
format of mobile gaming? 


Red Jade is creating a handheld gaming device 

that merges high-quality graphics, audio, wireless 
multiplayer and advanced cellular capabilities. 

This session covers many of the design considerations 
for the Red Jade hardware and how to design software 
content targeting this exciting new platform. 


Speaker: Brian P. Bruning, Director, 
Developer Relations, Red Jade 


15:45-16:45 

Post Mortem of a Large RTS Game: 
What Went Right and What 

Went Wrong 


This presentation examines a recently released Real 
Time Strategy PC game from concept to completion 
(Warlords Battlecry by SSG).We will cover many 
different areas of the game, from programming to 
artwork to design, giving examples of things we did 
that went really well, along with things that went 
horribly wrong. 


Some of the things we will cover: 
e = Multiplay 

e Sound & Music 

e Profiling & Debugging 

e Al 

e Licensing 3rd party engines 
e — Art Direction issues 


e §=QA/Testing 


Discussion: Steve Fawkner, Designer and Lead 
Programmer and Michael Robertson, 
Programmer, SSG 


17:00-18:00 
How to Become a Lead Programmer 


Most programmers in the games industry will sooner 
or later ask themselves this question. When the time 
comes for a programmer to move into the role of lead 
they are often surprised by what it entails. You don’t 
always get a job description, and when you do you will 
surely find that it doesn’t cover 10% of what you 
actually have to do. This talk is designed for 
programmers who want an insight into what lead 
programmers do, who is telling them to do it and why 
they seem so stressed about it. 


Speaker: lain Cartwright, Lead Programmer, 
Infogrames Melbourne House 





Sunday, 5 November 


9:00-10:00 
Under the Hood of the 
Intel Pentium 4 Processor 


In the fall of this year, Intel will begin shipping the 
new Pentium 4 Processor. The Pentium 4 Processor 
represents the introduction of a completely new 
architecture, built from the ground up for speed in 
today’s data-intensive applications. Programmers 
looking to get the best performance out of the 
coming year’s leading edge PCs will benefit from 
this technical overview of what's under the hood of 
Intel’s latest brainchild. 


Speakers: Kim Pallister and Dean Macri, 
Senior Marketing Engineers, Intel 


10:30-11:30 | 
So You Want to Be an Xbox Developer? 


This talk will cover the basics of the Xbox publishing 
model as well as introducing two new programs to 
support "unsigned" developers - those who have not 
yet signed with a publisher. 


3-5 November 2000 


Topics to be covered: 


e Summary of the Xbox Publishing Model 


e Developer Support 


e The XDK 


e — The Xbox Incubator Program - 


Overview 

Application Process 

Concept Submission and Approval 
XDK's and Technical Support 
Status Checks 

Time Limits 


e The Xbox Independent Developer Program - 


Speaker: 


Overview 
Application 
Materials Included 
Community 


Scott Berfield, Account Manager 
Developer Programs, Xbox, Microsoft 





Infogrames Melbourne House is the largest and most 
experienced computer games development house in Australia. 
As part of Infogrames Entertainment we get to work with some 
of the world’s most influential licensors, such as Warner Brothers 
and Universal Studios, as well as get to develop new and 
innovative game concepts for new generation of games 
platforms; Dreamcast, Playstation 2 and X Box. 


We're on the lookout for talented people to join our team. If you 
feel you have what it takes come and see us at our Suite Party 
Friday 3rd of-November. We'll be playing games in Bridge Room 


2 from 7:30 till late! 


~<a es 





Melbourne House 


Fabulous Door prizes 
to be won: 


Sega Dreamcast | 
and the newest 
Infogrames Games 

- Le Mans 2000 
& Looney Tunes 





Space Race. 
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In Track 4 developers will have a chance to learn about the latest advances in animation and art technology as well as a 


chance to meet with their peers to discuss the future of video games as an artistic medium. There will be plenty of 
Opportunities for artists to talk with professionals from the companies that make the tools that they use everyday as 


well as with developers who have made the games that everyone is talking about. 


All Track 4 sessions take place in the Corryong 4 Room. 


Friday, 3 November 


11:00-12:15 


Full-Scene Anti-Aliasing and 
Multi-Sample Rendering 


The presentation will focus on multi-sample 3D 
rendering, the cinematic digital effects it brings, and the 
image problems it solves. The T-Buffer(tm) consists 
mainly as a true multi-buffer hardware technique for 
combining multiple frame buffers into a single image 
bringing a new level of realism to 3D graphics. This 





enables the improved image quality of full scene anti- 
aliasing and other effects. 


Since the T-Buffer(tm) consists of multiple buffers, 
by limiting what is copied to each buffer before it is 
combined into the final image, various cinematic effects 
are possible. For each buffer available, asample can be 

~ used in the final image with a 1/(number of buffers) 
percentage contribution. With this functionality, it is 
possible to do motion blur, depth of field, soft 
reflectance and more. 


The anti-aliasing and cinematic effects described in this 
presentation should improve the immersive feel of 
today’s 3D applications. By improving the 
approximation of how the human eye, cameras, and 
light interact, real-time computer generated 3D 
imagery will close the gap between what is real, 

what is virtual, and what visuals can be accomplished 
in real-time. 


Speaker: Karen Gleitsmann, 3dfx 


14:45-15:45 
Neural Networks for Al in Games 


Artificial neural networks offer a simple way of 
simulating behavior of the human brain, as well as 
addressing difficult problems such as handwriting 
recognition and stock market analysis. Neural networks’ 
ability to "learn" can provide self-improving artificial 
intelligence for computer gaming opponents or pattern 
recognition applications. This class provides an 
introduction to neural networks with code examples 
and their application to games. It should interest 
programmers developing alternative Al techniques for 


their code. 


Speaker: Dean Macri, Senior Engineer, Intel 


16:00-17:15 
DEFORMED: Take the Panic Attack Out 
of Low Polygon Characters 


Many newcomers to game models end up with a mesh 
that resembles spaghetti and folds as easily as wafer 
biscuits. There is a better way! Presented here are a 
series of straitforward, ‘from the trenches’ dos, don'ts, 
tips and techniques for modelling low polygon 
characters that deform nicely, hit budget and are easy 
to texture! 


Speaker: David King, Lead Artist, Micro Forte 


Saturday, 4 November 


9:15-10:15 
Per-Pixel Shading 


Current Bump mapping techniques - 
emboss, embm, dot3 


e — Tangent Space - 
What is it? 
How to generate Tangent Space 
Using Tangent Space with Animating Model 


¢ Performing per-pixel dot products 
e —Per-Pixel Attenuation effects 
e Collapsing 

passes for performance 


textures for performance 
for "free" effects 


e —_DX8 Pixel Shaders - 
What are they? 
How are they better? 
How to integtrate into a lighting engine 
Combining Address Ops and dot3 


Speaker: Sim Dietrich, Technical DevRel Engineer, 


NVIDIA Corporation 


10:30-11:30 
Inside Texture Weapons for 
Deep Paint 3D 


Presenting new techniques to improve the quality 

and throughput of texturing and UV mapping for game 
developers. This session will present new techniques 

of UV mapping and 3D painting technology combined 
and shows how dramatic workflow improvements can 
be realised. 


Speaker: Mark Thomas, Founder and President, 
Right Hemisphere 


13:00-14:00 


Getting the Most out of Cross-Platform 
Development 


Developing games for today’s market often requires 
targeting multiple platforms, ranging from the PC 
to Dreamcast to Playstation2 to XBox, etc. This talk is 
designed to show games programmers the benefits 
and pitfalls in cross-platform development, as well 
as showing how developing cross-platform testbeds 
can be an aide to development even on single- 
platform titles. 


Speaker: Kevin Burfitt, echnology Development 
Group Lead, Infogrames Melbourne House. 


14:30-15:30 


Creating a Believable Atmosphere 
for your Game 


In today’s games, where every team begins with the 
same basic 3D hardware building blocks, the biggest 
challenge in creating a standout product is to create a 
unique "look" and atmosphere for your engine. For a 
programmer, this means removing any potential 
restrictions on what the artists and level designers can 
achieve, and giving them the freedom to be creative in a 
normally restricted environment. 


The session will discuss some ways in which our team 
was able to enhance ability of our creative staff to 
create unique and believable worlds, as well as 
describing some things that did not work as well as we 
hoped. Specific topics include; selection of world editing 
systems, level-of-detail systems, lighting, modeling and 
animation support, shadows, and shaders. In addition, 
we will discuss future directions for advanced systems 
and consoles, such as vertex shaders, advanced 
modeling, and advanced pixel shaders. 


Speaker: Robert Huebner, Vice President, 
Director of Technology, Nihilistic Software 


15:45-16:45 


Ethics in Games: How Much is 
Too Much? 


This panel discussion will address the rising concerns 
over video game violence. Panelists will cover the 
importance of art in violence, the debate of acceptable 
standards of violence in different cultures, a discussion 
on rating systems around the world and the issue of 
censorship. With the recent media attention on 
government restrictions and school violence, this panel 
will be important to anyone who may have to defend 
their own creations in the increasingly hostile 
economic/press environment 


Panel Discussion: Robin Walker, Valve; 
Kirt Lemons, Electronic Arts; 


Sue Morris, University of 
Queensland 


17:00-18:00 
Porting PC to PS2 


Playstation2, the "Next Generation” in interactive 


entertainment, has been received with mixed reactions. 


Some developers are struggling to understand and 
utilize its diverse architecture, while others thrive and 
push the machine to new heights. Many of the 
developers lagging in the technology curve are likely to 
be PC based, accustomed to programming in a different 
mindset, comfortable with high levels of system 
abstraction and reliant on a rich development toolset, 
situations that are vastly different from Playstation2 
development. 


MICRO FORTE 


Celebrating 15 years 


of excellence in 
game design 


www.microforte.com.au 
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This session focuses on traditional PC developers who 
are moving to the Playstation2 and will discuss key 
issues of porting existing PC based graphics technology 
to the platform. Through repeated analogies to familiar 
PC concepts, attendees will gain learn why PC to PS2is | 
not a simple port, understand reasons that a different 
approach is required and examine at least one approach 
taken by a traditional PC developer to the problem. This 
will be achieved though a high level Playstation2 
overview, a comparison of Playstaion2 and PC Direct3D 
architectures, and a detailed case study. The session will 
conclude with tips, future directions and a Playstation2 
engine demonstration. 


The lecture will provide valuable insight into how a PC 
developer can move onto the next generation 
Playstation2 console. This will enable real world 
descriptions of what PC developers can expect during 
the transition, solutions to PC methodology endued 
problems, and tips to effectively plan technology related 
issues though the teething stages of development. 


Speaker: Aaron Foo, Head of R&D, Ratbag Games 


Sunday, 5 November 


9:00-10:00 
The Delibration of gMAX 


gMAX is an exciting new initiative from Discreet 
especially for gamers and games development houses. 
You will discover some of the background and see gMAX 
from the Discreet Product Manager responsible. Paul 
will also preview the MAGMA (3D Studio MAX v4) 
product that was shown as a key technology preview at 
this year's SIGGRAPH in New Orleans. 


Speaker: Paul Perreault, gMAX Product Manager 


10:30-11:30 
Real-Time Cloth 


Adding physical simulation to 3D games can be both 
time consuming and problematic. But realistic cloth 
animation is one area that can add significant visual 
improvement without spending 18 months doing 
research. Effects such as realistic flags, sails on ships, 
and curtains in windows can be achieved with little 
effort. And adding these effects now will also pave the 
way for adding more complex things like clothing to 
future titles. This class will present three different 
techniques for achieving stable cloth animation with 
large time steps. Attendees will gain an understanding 
of what's involved with cloth simulation and how to 
achieve real-time performance. 


Speaker: Dean Macri, Senior Engineer, Intel 
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Examining some of perpetual questions in interactive entertainment, this track is designed to educate those who are 


looking for entry points into game design, animation, programming and development. 


All Track 5 sessions take place in the John Batman Theatre. 


Saturday, 4 November 


9:15-10:15 
Computer Games: What Will the 
Future Require? 


With computer speed increasing exponentially, we ask 
what the future holds for computer games over the 
next decade and what skills we would like our 
graduates from the Bachelor of Computer Science 
(Games Technology) to acquire. Game environments 
could assume more of the nature of an autonomous 
virtual world, inhabited by intelligent, adaptive entities. 
We look at the evolution of intelligent behavior, the 
emergence of consciousness in biological life forms and 
the building of virtual worlds. We discuss the 
opportunities for developing games for educational 
purposes and the skills and perspectives and our own 
work in developing environmental games for protecting 
endangered species and the use of mapping 
technologies to build accurate virtual reality models of 
the Jenolan Caves System. 


The opportunity to study intelligent behavior and 
virtual worlds should be provided in courses aimed at 
the game technology market. A games course should 
offer a background in these areas as well as the more 
traditional provision of computing, cognitive and 
business skills that are needed in the games industry. 
The new course, Bachelor of Computer Science (Games 
Technology), aims to go someway towards providing 
this background. 


Speakers: Terry Bossomaier & Wayne Moore, 
School of Information Technology, 
Charles Sturt University 


10:30-11:30 


Maya Demonstration — The Art to 
Engine Tool for Games Development 


Speaker: Tom Harper, Product Manager, 
Games/Interactive, Alias|Wavefront 


13:00-14:00 
Art & Animation: The Basics 


This session is designed for those who are looking to get 
into the 3D animation industry but don’t know where to 
start. Starting with the basic concepts of 3D electronic 
design - modelling, texturing, and animation, the 
attendee will get an introduction to the artistic side of 
3D games development and the games industry. The 
session will introduce real-world examples that 
students of the Academy of Interactive Entertainment 
have encountered during their training. Assignments 
covered will be Lipsynch, Big World, Inverse Kinematics 
and Low Poly Half Life characters. Suggestions will be 
offered for those looking to continue their electronic 
education both inside and outside of the classroom. 
Additional presentations will cover what students 
should expect out of the classroom experience and an 
audience participatory demo of 3D Studio Max. 


Speakers: Jarad Murray, Dan Miller, Thomas Magill, 
| Academy of Interactive Entertainment 


14:30-15:30 


Developing Games in Australia... 
Who Can You Turn to? 


So you've decided that you would like to develop games 
in Australia? Who out their can provide you with up-to 
date industry knowledge? Don't miss this roundtable 
discussion with CEOs of the leading Australian 
developers. Get your burning questions about contracts, 
business plans and the future of the industry answered 
at this panel. 


Speakers: Adam Lancman, President, 
Game Developers Association of Australia; 
Gregor Whiley, SSG; 
John De Margheriti, Micro Forte; 
Bill McIntosh, Torus Games; 


Trevor Nuridin, Tantalus Interactive 


17:00-18:00 
The Life of a Game Designer Workshop 


Game designers are men and women of mystery: at 
once storytellers, technical writers, gameplay experts, 
architects, secretaries, diplomats, and more. Mark 
Morrison is the Design Manager at Infogrames 
Melbourne House, and in this workshop will lead you 
through the daily challenges, triumphs and pitfalls of 
life as a game designer. Anyone considering a career in 
game design should come along, and be prepared to 
evolve... 


Speaker: Mark Morrison, Design Manager, 


Infogrames Melbourne House 





PROGRAMMERS 


Want to make your 
own game next year? 







Better talk to us now! 






Now looking for the best students and teachers to 
participate in our new incubator program. 







www.die.act.edu.au 
enquiries@aie.act.edu.au 








Department of 
Communications 
Information Technology 


and the Arts 





_As Australia moves into 

the 21st century, the 
Commonwealth Department 
of Communications, 
Information Technology 
and the Arts (DOCITA) is 
playing an integral role 

in developing dynamic 
communications, 
information technology 


and cultural sectors. 





The Department provides strategic advice and 
professional support to the Australian 
Government on a wide range of exciting and 
rapidly changing policy areas—including 
telecommunications, information technology, 
the information economy, broadcasting, the 
performing and visual arts, Australia’s heritage 
collections and the Centenary of Federation. 
It also administers a number of regulations, 
grants and incentives to industry and the 
wider community. 


The Department: 


e assists the telecommunications, 
broadcasting and radiocommunications 
sectors meet the needs of all Australians, 
and be internationally competitive; 


e creates a range of opportunities for 
Australia through the integration of 
technical carriage and content issues in 
online services, such as the Internet; 


e plays a key role in developing, regulating 
and promoting the online economy; 


e encourages an online presence for cultural 
organisations through Australia’s Cultural 
Network and provides information about 
all avenues of cultural industry assistance 
through ArtsInfo; 
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advises the Commonwealth Government 
on intellectual property issues and how 
they affect artists, industry and the 
community, and in particular online 
copyright issues; 


Supports a range of national cultural, 
heritage, telecommunications and online 
councils and advisory bodies; and 


delivers major elements of the Telstra 
Social Bonus, including initiatives 
strengthening the IT&T industry and those 
supporting further expansion of 
telecommunications services in regional 
Australia, through programs such as 
Building on IT Strengths (BITS), Trials in 
Innovative Government Electronic 
Regional Services (TIGERS), and the 
expansion of Networking the Nation— 
the Regional Telecommunications 
Infrastructure Fund. 


Address: GPO Box 2154 Canberra, 


ACT 2601 Australia 


Phone: 61 2 6271 1000 
Fax: 61 2 6271 1901 
Email: dcita.mail@dcita.gov.au © 


Website: http://www.dcita.gov.au 





Thanks to Senior Sponsor 
Allen & Buckeridge 
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Andrew Bailey 


Andrew wrote and published his first game at the age 
of 16, and then continued as an independent developer 
of games such as: Headache, Ozzy (subtitled Deamons of 
Topaz), Druid, Enlightenment- Druid II, Microcosm, 
Dragons Breath. Since then he has developed or had a 
key role in several games, including the development of 
engine and tools technology. He spent many years at 
Beam Software (now Infogrames Melbourne House) 
where examples of his products include: Bo Jackson 
BaseBall, Days of Thunder, Shadowrun, NBA All Star 
Challenge, Solitaire FunPak, Road Rash 2 and Blades of 
Vengeance. As one of the principles of Tantalus, Andrew 
has been involved in the design and development of its 
engine technology and in-house tools including 
assemblers, 2D and 3D graphic editing tools and video 
and audio compressors. His work is reflected in every 
project that Tantalus has developed. More information 
on Tantalus’ in-house tools such as Swine (3D modeling 
and editing tool) can be made available on request. In 
addition, his Gameboy tools are used externally by 
companies such as Crawfish (UK). Qualifications: 
University of Surrey (Guildford UK) Honours BEng AMUS 
in Information Systems. (1989) 





Seamus Blackley 


Director of Advanced Technology 
Microsoft Corporation 


As the Director of Advanced Technology, Seamus 
Blackley heads a team of engineers that handles 
relations with developers, assuring they produce the 
highest quality titles for X-Box. He provides support for 
developers, assuring they understand how to use the 
tools needed to create breakthrough games. Blackley 
came to Microsoft in 1998 and eventually was part of 
the team that started working on the company’s game 
console from its inception. Prior to joining Microsoft, 
Blackley was an Executive Producer, Games Division, at 
~ DreamWorks Interactive for three years beginning in 
1995 when the division was created. He oversaw many 
of the interactive games the company created. Blackley 
was at Looking Glass Studios from 1992-95, rising from 
Programmer to Producer. He helped create Flight 
Unlimited and System Shock and wrote the music for 
‘Ultima Underworld Il. Before starting his career in 
computer games, Blackley was a physicist with the 
Fermilab in Batavia, Illinois. He holds a bachelor of 
science degree and a master of science degree in 
physics from Tufts University in Boston. 


Roger Buckeridge 


Roger Buckeridge, Executive Director of the leading 
Venture Capital Firm Allen & Buckeridge is a prominent 
corporate advisor and consultant to Australian 
companies and government in the converging 
information industries. His areas of expertise cover 
industry policy issues, strategy development for 
technology-intensive growth enterprises, and resolution 
of development and financing issues for small and 
medium-sized firms. 


Mark Breugelmans 


Mark first started his career in 1990 programming 
computer graphics for BBC Open University TV 
programmes. Since then he has worked for a number of 
companies in the industry before joining Sony in 1997. 
Mark is currently Technology Manager within the SCEE 
Technology Group, developing Technologies for PS2 for 
nearly two years. 


Brian P. Bruning 


Red Jade is creating a new opportunity for publishers 
and developers by launching an amazing handheld 
gaming platform merging high quality graphics, audio, 
wireless multiplayer, PDA functionality, and advanced 
cellular capabilities. Content determines the success of a 
platform and helps define the image. Developer 
Relations works with software developers to ensure the 
highest quality of content through active support, new 
technology integration, innovative ideas, and a 
cooperative partnership. Brian’s game industry 
experience started at Creative Labs, establishing Sound 
Blaster as the standard in PC audio in the early 90's. 
Identifying 3D graphics as the hottest emerging game 
technology, he joined a pre-Voodoo 3dfx and helped 
establish them as the early industry standard in 3D 
hardware acceleration. While at 3dfx, Brian and his team 
created a worldwide developer relations organization 
known for their co-marketing and branding efforts, 
responsive developer support, and special attention for 
smaller, independent game developers. 


Kevin Burfitt 


Kevin's first published game was in the book “Games 
for your T199/4A’ in 1983, while still in high-school. 
After going to Uni, and getting a real job, he joined 
Beam Software in 1995 and started writing games 
again. Kevin was co-lead programmer on “NBA Full 
Court Press” and Lead Programmer on“GP500” as well 
as being involved in KKND 1&2, DethKarz, Lemans, 
Looney Tunes Space Race and others. Kevin is now 
Technology Development Group Lead - involved in 
developing the core technology used by all of 
Infogrames Melbourne House's games across multiple 
platforms including the latest generation consoles. 


lain Cartwright 


As Technical Director, lain is responsible for technical 
supervision of in house projects, investigation of new 
platforms and new techniques, assisting with the 
technical aspects of project management, and working 
with designers in the design phase of a project at 
Infogrames Melbourne House. He has been working 
with PCs & graphics programming since 1987. He 
worked at small start-up companies for a few years, 
spent 3 years with Coles Myer and joined Infogrames in 
1994. lain also studied Drama & Politics at U.N.E. 


Louis Castle 


Louis Castle originally saw in the home computer a 
powerful tool to create... cubist paintings? Yep. As a 
college student with a dual major in computer science 
and fine arts, the techno-Picasso would spend countless 
hours creating digital paintings, a grueling process of 
creating bitmaps on graph paper, converting them to 
hex-decimal numbers and typing them into data tables. 
Call it a digital-age version of suffering for the sake of 
art.“In art school, you find out pretty quickly that no 
matter what you come up with, some guy who died 
hundreds of years ago already did it,” he says.“Creating 
fine art on computers, however, was this vast uncharted 
territory.” But even artists have to pay the bills. Castle 
did so working at a computer store and consulting and 
programming on the side. It wasn’t long before he was 
freelancing full-time along with new partner Brett 
Sperry. Castle considered himself a starving-artist type; 
Sperry was a starving programmer. Odd couple though 
they were, they were both hungry for better paychecks. 
So Sperry tossed out the idea of striking out on their 
own.“Brett had big ideas about growing and prospering 
and becoming industry giants,” Castle says, “while all 





et mattered to me was doing what | loved and having 
2 great time at it.” They started their own company, 
en called Westwood Associates, in 1985, in the 
™ocest environs of Castle's converted garage (which 
250 housed his bed and his beloved pinball machine). 
Snce then, Castle's versatility has led to juggling several 
crucal roles within the company, from design guru to 
“nance whiz to operations honcho. That versatility has 
2.50 aided him in the design of such varied games as 
| Vonopoly (1995) and Blade Runner (1997).”What 
drives me today is seeing other team members succeed 
and thrive as they continue to make great computer 
gaming products,” he says. 


Martin Cooper 


Martin is a Sydney Solicitor who has specialised in 
entertainment law for 25 years. He has specialist 
enowledge of related copyright, tax and corporate law 
25 well as extensive experience in organising and 
Snancing film, tv, music and multimedia product and 
the subsequent selling of it Martin ran the Australian 
Vultimedia Enterprise Ltd-a multimedia project 
Snancier—and is a director of and consultant to a 
number of game development companies including 
Wicroforte, Ratbag and Evolution. He also part owns Pre 
Angels Pty Limited- a facilitator of Venture Capital for 
start ups. He has lectured and written extensively on 
these matters and is co author of “Venture Capital for 
Vultimedia “and “Music, the Business and the Law” 


Grant Davies 


While other primary school children were kicking 
*potballs and riding bikes, Grant was programming 
2nd kicking footies and riding bikes), Grant is currently 
studying Computer Science and Commerce at Monash 
Jniversity in pursuit of not just the technical side, but 
250 the commercial aspects of the games industry. 
srant has worked at Beam completing: Splash\Web 
Author - PC (Lead Programmer), Site Rave - PC (Lead 
rogrammer) and Conglomerate, and while at Torus 
sames: Carmageddon: TDR 2000 - CGB (Programmer), 
The Lion King: Simba’s Mighty Adventures - CGB 

?rogrammer), Max Steel: Covert Missions - CGB 

_2ad Programmer). 


John De Margheriti 


john De Margheriti co-founded Micro Forté in late 1985 
and is the entrepreneur and visionary behind the 
company. His primary role is to create new 
2pportunities and maintain the company’s position at 
the forefront of game development. John has a 
orough understanding of the international interactive 
=ntertainment market and the need for a high level of 
qua/ity in all facets of development for a title to 
succeed. He has overall responsibility for title 


aaa 


development and works closely with each studio. 
John is also the founder and Director of the Academy 
of Interactive Entertainment, a non-profit registered 
educational institution that is training Australia’s next 
generation of game developers. He also founded the 
Australian Game Developers Conference and the Game 
Developers Association of Australia. His passion for 
finding new talent and vision to incubate the next 
generation of Australian start-up game development 
companies has recently led him to create Canberra 
Technology Park with a focus on interactive 
entertainment. This facility once completed, will cover 
a campus of approximately 17,000 square meters, 
and will possibly be the largest facility of its kind in 
the world. 


Sim Dietrich 


Sim Dietrich, Technical DevRel Engineer for NVIDIA 
Corporation, works with top game developers to 
optimize their applications for NVIDIA GPUs. His 
interests include per-pixel lighting effects, software 
engineering and game performance optimization. 

Sim has co-presented the Advanced D3D Tutorial at 
the American GDC for the last two years, and has 
contributed two chapters to the recently released book 
Game Programming Gems. 
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Paul Donlan 


Paul is currently group manager of developement for 
3rd Party Windows Gaming (DirectX Evangalism). 

His responsibilities are assuring technical guidance 
and support is provided to Windows based game 
development while learning their priorities to 
communicate back to the DirectX developement team. 
Prior to this he worked for the DirectX group as Program 
manager for DirectPlay, DirectInput, and Application 
Manager. Before starting his tenure with DirectX, 

Paul spent 4 1/2 years as the development manager - 
for Flight Simulator. He arrived at Microsoft as a result 
of the acquisition of Flight Simulator’s Founder's 
Company, BAO. 


Dean Farmer 


Dean is the most recent addition to SSG's programming 
Staff - starting work 18 months ago on Battlecry. 

A double degree in Engineering & Computer Science, 
along with extensive experience in Commercial Al 
applications, have stood him in good stead to become 
SSG’s new Al programmer. 


ELECTRONIC ARTS" 


Electronic Arts is the largest independent developer of game software in the world 
and since 1982 has led the way to a whole new universe of interactive 


entertainment. 


The key to our success is the talented people who have a passion for making the 
best games available. Being part of that team means sharing in our excitement about 
designing and developing the most compelling and innovative entertainment 
software. 


If you think you have what it takes 


Join the worlds best creative talent at Studio Oz on the Gold Coast, 


Email your CV to: 


ozjobs@ea.com 


Or visit our website at: 


jobs.ea.com 


EA, EA Sports, Electronic Arls and the Electronic Arts logo registered trade marks of Electronic Aris. All rights meerved. All trademarks are the property of their 
respective owners. Manufacturer's trade marks and registered designs are used under licence 
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Steve Fawkner 


Steve has been programming & designing games since 
the days of the 1Kb ZX-81. His first game was Quest for 
the Holy Grail on the 48K Sinclair Spectrum in 1983. In 
1990 he wrote the first Warlords strategy game on the 
PC & Amiga, joining SSG shortly thereafter, and has 
been working with the Warlords franchise ever since. 
Although officially a programmer/designer, Steve's 
background is mostly in music. He composes the 
soundtracks for all SSG titles, with over a dozen credits 
to his name in the last 10 years. 


Aaron Foo 


Aaron Foo is Director of R&D, focusing on Playstation2 
technology at Ratbag Pty, Ltd. a leading technology 
company developing 1st party Playstation2 titles for 
Sony Computer Entertainment Europe. Prior to 
Playstation2 development, he developed low level 
sections of Ratbag's award winning Difference Engine, 
included 3dfx Glide ahd Direct3D development. 

The Difference Engine used in Ratbag’s landmark title 
Powerslide, was first demonstrated at E3 1997's 3dfx 
stand, headlined Microsoft Meltdown 1998 opening 
presentation, used at Intel’s Pentium III launch and has 
won many awards including runners up to Epic’s Unreal 
in IGNPC 1998 Best Graphics overall. 


Alex Garden 





Johnny Wilson, former Editor in Chief of Computer 
Gaming World Magazine called Alex Garden “The game 
industry's next Sid Meier’ Alex began his career in the 
video game industry at age 15 working as a game 
tester for Vancouver BC based Distinctive Software Inc. 
Over the years, Alex has worked with some of the 
world’s leading developers at Electronic Arts Canada 
and Radical Entertainment. Currently 25 years old, 
Alex's most recent venture, Relic Entertainment, 

is one of North America’s premiere game development 
studios. Relic's first title, “Homeworld” has won over 

50 awards including the prestigious “Game of the Year” 
award from CNN.COM, MSNBC and the world’s largest 
computer game magazine, PC-Gamer. Alex's recent 
nomination for“Canadian Young Entrepreneur of the 
Year’ and other business accomplishments have 
received feature coverage The Globe And Mail, 

The Financial Post, The CBC National Magazine, 

CNN Online, Vicki Gabereau, Forbes Magazine and 

BC Business Magazine. 


David Giles 


David started work at Beam software 6 years ago and is 
now the Director of Development at Infogrames 
Melbourne House. He has had involvement with many 
projects over the years including KKND1 & 2, DethKarz, 
GP500, Le Mans, Looney Tunes Space Race. His main task 
is to ensure that projects are brought in on time, on 
budget and at the right quality. David is also responsible 
for liaising with other Australian developers 
representing Infogrames publishing and development 
within Australia. 


Tom Harper 


Tom draws on his previous experience in game 
development to push forward the product development 
decisions that give game developers the functionality 
they need in Maya. Harper joined Spectrum HoloByte's 
virtual reality division in 1993. Working on a “Star Trek” 
location-based entertainment project, he immersed 
himself in the new world of real-time 3D graphics. That 
led to a job at LucasArts Entertainment where he was 
on the core development team for the multi-million 
selling N64 title, “Star Wars: Shadows of the Empire.” He 
simultaneously grew into the position of Art 
Department Technical Supervisor, which exploited his 
knack for coming up with technical solutions for other 
LucasArts titles in development. Through the process of 
producing “Star Wars: Shadows of the Empire,” Tom 
developed a close relationship with Alias|Wavefront, so 
it was a natural for him to join the team, which he did 
in 1997. Except for a six-month break in 1998 as the 
artistic member of Sony’s “think tank” for the new P32, 
he’s been happily at A|W ever since. 


Simon Hayes 


Simon is a co-founder of Micro Forté. His primary role is 
to lead key software development projects and oversee 
all technical aspects of the company’s software 
development effort. He has a broad range of computing 
experience, from PDP11/23s and Z80 micros to 
Workstations and latest PCs, covering variations of Unix, 
Macintosh, Windows, assembler (6502, 680x0, 80x86) 
and C/C++, totaling over eighteen years of 
programming experience. Simon’s commercial projects 
include a distributed call centre for Western Australian 
Railways, integrating radio and landline calls through a 
computer controlled network of PCs and a Unix backend 
with full redundancy and fail-over capability. Simon has 
extensive games industry experience. Games titles he 
has worked on include: Demon Stalkers (PC/DOS), Fire 
King (PC/DOS), Halls of Montezuma (PC/DOS), Warlords 
(PC/DOS), Bombs Away (PC/Direcxtx), Nordice 
(PC/DirectX), Enemy Infestation (PC/DirectX). 


Rob Huebner 


Robert Huebner is a co-founder of Nihilistic Software, 
a small development team located in Marin County, 
California. Nihilistic’s first title, Vampire: The Masquerade 
- Redemption was a top-10 seller when released in 
March of this year. Robert's previous work includes Jedi 
Knight: Dark Forces2 from LucasArts, Descent from 
Parallax Software, and contributions to Starcraft by 
Blizzard Entertainment. Robert is Nihilistic’s Director of 
Technology, creating new engines and tools for 
Nihilistic’s next project, being developed for next- 
generation console systems. He currently serves on the 
advisory board for the annual Game Developer's 
Conference in the US, and has previously spoken at the 
GDC, Siggraph, and E3. 


Roger Keating 


Roger Keating is one of the two original founders of 
SSG. In 1979 Roger wrote and produced his first 
computer game called ‘Conflict’ which was picked up by 
SSI and published as ‘Computer Conflict’ During the next 
few years Roger produced seven games for SSI before 
joining lan Trout and starting SSG by publishing the 
space game ‘Reach for the Stars’ Over the last twenty 
years Roger has been involved with the production of 
over 50 computer games and has watched SSG grow 
from a fledgling company to being one of the driving 
forces in Computer Strategy in the world today. 


David King 


David has been doing computer graphics since the 
Commodore 64 days, but it has taken ten years to realise 
he could make a living out of it! Besides lecturing at the 
1999 AGDC, David regularly appears as guest lecturer at 
the Academy of Interactive Entertainment. His artwork 
has appeared in Enemy Infestation, Warlords Battlecry, 
Cthulu Quake 3 and Bigworld: Citizen Zero. 


Adam Lancman 


Adam Lancman is the Managing Director of Infogrames 
Melbourne House, the largest games developer in 
Australia and part of one of the largest entertainment 
software developers in the world. He has over 18 years 
of extensive experience in all facets of the games 
software publishing and development industry at an 
international level. He has established strong ties with 
many of the major international publishers and with 
the major console manufacturers and now as part of 
the substantial Infogrames group has a pivotal role in 
the strategy and planning of the Infogrames 
development organisation. Adam has a commitment to 
see the games industry in Australia grow and flourish. 
He has initiated programmes within universities and 
teaching establishments to develop courses suited to 





™e needs of the games development industry. Adam is 
250 ooking to expand Infogrames development 
operations into Asia. Adam is also President of the Game 
~=ve opers Association of Australia (GDAA ) in addition 


% Deing a fully qualified CPA. 


Kirt Lemons 


(rt Lemons is the Lead Artist for the new game 
t2velopment studio at Electronic Arts Asia Pacific (EA 

- Stucio Oz). He was the first artist hired for EA Studio 0z, 
anc has been given the opportunity to build and 
organize the new art department. He is currently 
working on a surfing game for the PSX2 and PC 
> atforms, expected to release Christmas 2001. Kirt has 
deen an artist and art director in the game industry for 
2 most eight years, spending most of that time working 
“or Sierra Online. Some of his previous game credits 
scude “Hellfire” (the extension set to “Diablo”) (PC), 
S thright’ (PQ and“Thexder” (PC). Kirt is a fanatic 
> ayer of the “Half-Life” mod,“Team Fortress Classic’ 

> ch is a team-based, capture-the-flag FPS. 


Senator Kate Lundy 


(22 Lundy became the youngest Labor representative 
> the Senate and the youngest woman ever elected to 
present the ALP in Federal Parliament when, at age 
23 she was elected as Senator for the Australian Capital 
"=rrtory in March 1996. In 1998 Kate was appointed 
>2cdow Minister Assisting on Information Technology 
25 well as Shadow Minister for Sport and Youth Affairs. 
‘22 Lundy is the youngest woman shadow minister in 
_2Dor history. 

‘2t2 is a member of several Parliamentary Committees, 
cuding the Senate Legislation and References 
_Dmmittees on Finance and Public Administration as 

=) as the Senate Legislation and References 

_ommittees on Environment, Information Technology, 
_Smmunications and the Arts. She is also a member of 
e Joint Standing Committee on the National Capital 
2nc External Territories and the Presiding Officers’ 
~ormation Technology Advisory Committee. 


‘2te is recognised for her involvement in IT and the 
vternet. In 1996 she was awarded “Most Computer 
_terate Politician” by the Australian Computer Society 
and in 1998 was named as one of the ‘20 Most Powerful 
nternet Decision Makers’ by internet.au magazine. Kate 

25 the first federal politician in Australia to publish a 
ome page on the world wide web, which she continues 
"© personally maintain. For further details, see Kate 
andy s Home Page: www.katelundy.com 





Dean Macri 


Dean Macri is a Senior Engineer within Intel’s Solutions 
Enabling Group. He has a Master's degree in engineering 
from the University of Pennsylvania where he 
concentrated on 3D graphics. He spent over five years 
working for a small company creating multimedia kiosk 
pieces and then joined Intel in January of 1998. For the 
past three years he has done research in various aspects 
of 3D graphics programming including tessellating 
NURBS surfaces in real-time, simulating cloth surfaces 
in real-time, procedurally generating 3D content and 
using neural networks to address Al issues in games. 
Dean welcomes e-mail regarding NURBS, physics, or 
anything math and 3D related. He can be reached at 
dean.p.macri@intel.com 


Tony McAuslan 


There are few speakers better qualified to comment on 
the state of the electronic Gaming Industry than Tony 
McAuslan. Having studied in both Australia and the 
U.S., Mr. McAuslan began his career as a sales and 
marketing executive for Unix-based computer products 
before moving fulltime into Marketing , where he spent 
10 years as a Senior Marketing and Advertising 
Manager before forming his own I.T. Consulting 
business. In 1990, He joined gaming manufacturer 
ARISTOCRAT LEISURE INDUSTRIES as Manager of 
Marketing Services. 4 years later, He was a founding 
partner and Creative Director for the international 
advertising agency Corporate Image Makers. Mr. 
McAuslan is also the founder of CYBERWIRE, one of 
Australia’s first successful internet-focused companies. 
Mr. McAuslan was recently Director of Marketing for 
gaming giant International Game Technology (the 
world’s largest manufacturer of gaming machines) 
before forming his own game development company 
Next Generation Entertainment which specialises in 
developing interactive gaming products for online 
casinos. Mr. McAuslan is a regular lecturer on marketing 
and the future of gaming and has been featured in 
numerous television, magazine and newspaper articles. 


Paul Mcinnes 


Paul is senior designer on the BigWorld: Citizen Zero 
project. He is a PhD candidate in social anthropology, 
with a long-standing professional and personal interest 
in online communities and online games. Paul brings 
experience in text MUD design and social science theory 
to the project, and he has a particular concern with 
developing the social dimensions of the game. 
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Bill Mcintosh 


After a 10 year spell in the RAF in the UK as an 
electronic technician, Bill emigrated to Australia where 
he was hired by Beam Software as a programmer on 
Sinclair Spectrum. Bill remained at Beam for 7 years. 
During that time, he developed many games across a 
range of platforms ultimately being placed in charge of 
a group of programmers to develop engines for the 8 
and 16 bit consoles. Bill left Beam in 1994 to start Torus 
Games. 


Kevin Mcintosh 


The severity of hardship at home (after his parents ran 
away) steeled Kevin for a life as tester in the games 
industry. After demonstrating capacity to recieve 
constant abuse, Kevin was promoted to the position of 
Producer at Torus achieving several notable successes in 
games titles. Completed projects at Torus Games: 
Squatter - PC (Lead Tester), Dick Johnson's V8 Challenge 
- PC (Lead Tester), Duke Nukem - CGB (Lead Tester), Yoda 
Stories - CGB (Lead Tester), Hello Kitty - CGB (Lead 
Tester), NBA Showtime: NBA on NBC - CGB (Assistant 
Project Manager), Carmageddon: TDR 2000 - CGB 
(Producer), The Lion King: Simba’s Mighty Adventures - 
CGB (Producer), Max Steel: Covert Missions - CGB 
(Producer), NBA Hoopz (Producer). 


Andrew McLorinan 
Andrew McLorinan is the Marketing Manager for 
Wireless Internet Applications at Ericsson Australia. He is 
the leading WAP spokesman in Australia, and Vice Chair 
of the Marketing and Communications Expert Group 
within the world WAP Forum. He has 15 years 
experience in the mobile Internet world, working in 
New Zealand, Sweden and The United States. Andrew 
has undergraduate degrees in arts and marketing with 
post graduate degrees in business administration and 
public policy. 

Brendan McNamara 


Brendan runs the SCEE London studio, which is currently 
producing This Is Football 3 and The Getaway. His last 
two games have been the original This Is Football for 
PlayStation 1 and Kingsley, a platform adventure for 
Psygnosis. 


Sue Morris 


Sue Morris is researcher in Media and Cultural Studies at 
the University of Queensland and is currently 
completing a PhD thesis examining online multiplayer 
computer game culture. Her specific areas of interest 
include the construction and negotiation of identity in 
gaming environments and the current fears 
surrounding issues of game violence and addiction. 
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She edited the recent “Game” edition of M/C Journal of 
Media and Culture (http://www.api-network.com/mc/) 
and is writing a book on computer game culture. In a 
dim, distant past life when she still had time to actually 
play games she was an avid FPS and strategy gamer 
and founded Australia’s first all-female Quake II clan. 


Mark Morrison 


Mark Morrison is the Design Manager for Infogrames 
Melbourne House. He has written for multimedia and 
computer games since the dim dark ages of 1994, and 
has been lecturing on the subject for almost as long. He 
has contributed design work to The Dame Was Loaded 
(PC, 1995), Dethkarz (PC, 1998), KKND Krossfire 
(PlayStation, 1999) and Looney Tunes Space Race 
(Dreamcast, 2000). He has worked for the Australian 
Children’s Television Foundation, for the training 
organisation Seven Dimensions and for the US paper 
roleplaying game company Chaosium. He also 
maintains a website devoted to Hong Kong movies 
(http://www.heroic-cinema.com), and plays a mean Pai 
Chan in Virtua Fighter 3. 


Tony Oakden 


Tony is Lead Producer in the Micro Forté Canberra 
Studio, and has been involved in the design and 
programming of computer games since 1986. He Is a 
valuable member of the development team bringing 

a wealth of programming experience and technical 
knowledge. Tony is a graduate of The University of 
Keele, England in Computer Science and Electronic 
Engineering (Honours). Games that Tony has developed 
include Quest, for the Acorn eight bit micro, Camelot, 
Star Port, and Cyborg Warriors. He spent 2 years at 
Reflections Software in England, initially working as a 
senior software engineer on the PSX version of Driver, 
which sold in excess of three million copies world wide, 
before becoming lead programmer on Driver 2. 


Kim Pallister 


Kim Pallister is a Senior Technical Marketing Engineer 
and Processor Evangelist with Intel's Platform & 
Technologies Enabling Group. He is currently focused on 
realtime 3D graphics technologies and game 
development. Prior to. joining Intel, Kim was responsible 
for Developer Relations at Matrox Graphics. He can be 
reached at kim.pallister@intel.com. 


Marco Pinter 


Marco Pinter is a veteran of multimedia software 
development, and currently serves as VP of Creative 
Services and “Ringmaster” for Addictive Media. Pinter 


recently acted Executive Producer for two girl's products 
to be published by Mattel Media, and for one of them 


also acted as Designer, Producer, Technical Director and 
Lead Programmer. Pinter has also been Executive 
Producer, co-Designer and Technical Director of several 
gender-neutral CD-ROM titles for children and pre- 
teens, including three Land Before Time titles, Casper 
Early Reader, Make-a-Map 3D, and a number of 
print/craft-based products, as well as two LBE creativity 
attractions being utilized in Orlando and Chicago. 


Brian Reynolds 


A nine-year industry veteran, Brian Reynolds is 
recognized as one of the game industry's most talented 
and productive game designers. Recently honored by PC 
Gamer magazine as one of 25“Game Gods,” Reynolds 
has masterminded the design of an unbroken stream of 
hit strategy games, including Civilization II® and Alpha 
Centauri®. Highly regarded for his mastery of the art of 
programming, Reynolds’ double specialty gives him the 
substantial advantage of being able to bring his own 
creative visions to life; he has built a reputation for 
crafting artificial intelligence which convincingly 
models human personalities. Moreover, as a founding 
partner of Firaxis® Games, Brian developed extensive 
experience with the nuts and bolts of the 
entertainment software business, as well as gained 
great insight into the unique challenges and 
Opportunities facing an independent software 
development house. In 2000, Brian left Firaxis and 
moved on to found Big Huge Games, which recently 
announced a multi-title publishing relationship with 
Microsoft. Brian and the Big Huge Games team are now 
hard at work on their upcoming strategy title. 


Michael Robertson 


Michael joined SSG as a work experience student in 
1997 and worked part-time on Warlords III until he 


_ finished his degree (Computer Science, majoring in 


networks and interface design) at LaTrobe University. 
Michael has worked on Warlords III & Warlords Battlecry 
since joining SSG, becoming proficient in a range of 
tasks including GUI programming, tools programming, 
sound programming, level design and audio 
engineering. 

James Russell 


A native of New Zealand, James has programmed in 
over 25 languages on 5 platforms, including both 
PlayStation and PlayStation 2 at Sony Computer 
Entertainment Europe's Technology Group. James is 
currently Manager of SCEE’s Tools and Middleware 
programme, and has indepth knowledge of new and 
emerging technologies that will help create new genres 
on the platform during the next few years. 


Graeme Scott 


Graeme has 12 years experience in the industry 
developing engine technology and taking lead and co- 
lead roles in numerous projects. Worked for six years as 
lead programmer at Beam Software (now Infogrames 
Melbourne House) on projects such as 720; Super Hi 
Impact, Choplifter Ill, Shadowrun, Back to the Future Ill, 
George Foremans KO Boxing. On joining Tantalus, 
Graeme worked as lead programmer on Wipeout 
(Saturn), Manx-TT Superbike (Win95) and South Park 
Rally (PC and Dreamcast). Currently involved in engine 
development for all platforms. 


Greg Siegele 

Greg Siegele is Chief Executive Officer of Ratbag Pty Ltd, 
an Adelaide developer of video games for PC and Sony 
Playstation2. Ratbag's titles sell worldwide. Powerslide 
was awarded Racing Game of the year in 1998, and Dirt 
Track Racing was awarded Simulation Game of the Year 
in 1999. Ratbag is currently developing two titles 
directly for Sony, with a budget of over $5M. Before 
founding Ratbag, Greg practised as a barrister and 


Solicitor. He has been Chair of the Ngapartji Interactive 


Narrative Project, Treasurer of the Australian Network 
for Art and Technology and served on the board of the 
Australian Interactive Multimedia Industry Association 
(SA). He currently serves on the Board of the Australian 
Game Developers Association, the Advisory Committee 
to the Academy for Interactive Entertainment and is an 
advisor to the Minister for the Information Economy as 
a member of the Small and Smart Round Table. He is 
also a Deputy Director of the SA Film Corporation. 


Susanne Stenberg 


Susanne Stenberg holds a Master of Science in 
Computer Science, and has been working in the 
Information Technology and Telecoms field for more 
than ten years. She has been with Nokia since 1992, 
and is currently the General Manager of the Wireless 
Software Solutions’ Sydney Development Center. The 
Sydney Development Centre is focusing on developing 
the Nokia Mobile Entertainment Service that brings 
interactive games and content to Internet connected 
mobile phones. In February, the Sydney Development 
Center was awarded first place in the AMTA’s category 
of ‘Scientific or Technical R&D/ Application of 
Technology; for the work the Mobile Entertainment 
Platform, an advanced development platform for 
developers and publishers of interactive entertainment. 





Chane! Summers 


ene Summers brings nearly a decade of experience 
) = games industry to her role as manager of the 
pment and Design Team in Microsoft's Xbox Advanced 
“20m ogy Group. Recognizing that the technology of 
Dow serves only to showcase the games developed for 
* Sommers set out to create a team of graphic artists, 
spunc designers, composers and game designers who 
ou c work with the development community, 
‘aching game creators to take advantage of the 
“2pabilities presented by Xbox. The Content and Design 
‘<2ms goal is to help game developers apply 
“=c>no ogy and features into design in order to help 
snr in an era of future-generation games. Summers 
ec Microsoft in 1997 as the program manager for 
~ooter Ace’ the first massively multiplayer game on 
™e “ocrosoft Internet Gaming Zone. She then served as 
oc 0 Technical Evangelist for the DirectX technologies, 
yere she was responsible for supporting Microsoft's 
~eractive audio technologies and helped launch 
“vectMusic, a revolutionary method of creating and 
2 vering interactive sound designs. During that time, 
= established programs to get audio professionals 
ore involved in the design of Microsoft technologies, 


mg2nizations, and wrote and published a number of 
etces and technical white papers before moving on to 
™e ‘box audio team. Prior to joining Microsoft, 
Sommers was a game producer and designer at a 
umber of companies, including Mindscape, Mattel 
=c/2, and Velocity. In her few minutes of spare time 

2pproximately 4:10-4:20 am on Thursdays), Summers 
=" oys skateboarding, body piercing, tattooing (she 
sports renditions of both the Xbox logo and prototype 
“onsole) and -- of course, music. 


Mark Thomas 


2r« Thomas, Right Hemisphere Founder and President 

- ark was educated at the University of Auckland (New 
722 and) as a mechanical engineer, where he discovered 
“omputer graphics was the only interesting thing about 
computers. Mark did a post graduate thesis on 

computer graphics, and was the only engineer from his 

2ar to take elective courses in psychology. Mark later 
tok 2 business certificate from the Auckland University 
=e2cutive Program. It was a short step from his first job 
25 2 Sales and support engineer for a small company 
s¢ ing AutoCAD to setting up Right Hemisphere, 
“punced -- first under the name CADS and then under 
+> Vision Asia -- to develop and distribute products for 
™e CAD and 3D markets. Mark has over 15 years of 
=eperience in computer graphics, ranging from high- 
2c mechanical, civil and architectural CAD systems to 
>) animation, compositing and special effects for the 
> m and video industry. Mark always had an interest in 
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fine art as a foil to the rigors of engineering. The 
combination of these interests has culminated in Right 
Hemisphere and the Deep Paint 3D with Texture 
Weapons software technology. 


James Tutton 


James has seven years experience as a Producer 
working on titles for: Microsoft, Microprose, Sega, IBM, 
ABC, Interplay, Hasbro and of course Infogrames. 


Robin Walker 


Robin co-wrote the hugely popular Quake mod Team 
Fortress with John Cook and lan Caughley, before being 
assimilated when Valve acquired Team Fortress 
Software. He's now hard at work on the Team Fortress 2 
design and game code, and has no time to answer 
email, so please don’t send him any. Easily identified by 
the large inflatable kangaroo mounted on his monitor, 
Robin has no idea how to relax now that his hobby has 
become his job. 


Steve Wang 


Steve is a co-founder of Micro Forté, a Director of the 
Academy of Interactive Entertainment Ltd. and a 
computer science graduate from the University of New 
South Wales. Steve's design credits include: America’s 
Cup (C64/Amstrad); the official sailing simulation; 
Demon Stalkers (C64/P(C); an arcade style top down 
shooter, Fire King (PC/DOS): a fantasy action adventure, 
Enemy Infestation (PC/DirectX): a sci-fi RTS recognized 
by game developers Interplay for its innovative design; 
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Troika games (PC/DirectX): a series of games for the 
children’s market, including Nordice and Bombs Away, 
Treachery - a medieval conflict of warring houses (co- 
designer) and Enemy Infestation 2: a sci-fi squad based 
action/adventure. In addition, Steve draws on many 


~ years experience designing scenarios for role-playing 


games, including unique skill progression systems, and 
character class extensions for AD&D (The Elementalist). 
Steve has extensive C/C++ programming and design 
experience having designed and programmed 
action/adventure gameplay, behavioral systems, and 
multiplayer control features, and is the driving force 
behind BigWorld: Citizen Zero™. This massively 
multiplayer online role-playing game is the largest and 
most challenging project ever undertaken by the 
company. With a strong background in project 
management and excellent people skills, Steve 
coordinates all software development work undertaken 
by the Sydney Studio. 


Gregor Whiley 


Gregor joined SSG in 1986 by the simple expedient of 
asking for a job. Since then he has produced most of 
SSG’s games, and overseen the growth and mutation of 
SSG as it has adapted to the rapid and continuous 
changes in the industry. As well as all the games SSG 
has done, Gregor is most proud of the fact that SSG 
remains a completely independent entity, producing the 
games that it wants to make. 
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CITIZEN ZERO 


WANTS 
YOU 





BIOWORLD 





An Open Invitation For Clever People 


The Sydney studio is currently expanding rapidly to meet the demands of the BigWorld: Citizen Zero project.We are looking for skilled 
concept artists, 3D artists, programmers and world-builders. All applicants should be gamers first and foremost. No prima 
donnas please -- we live by our teamwork. If you have skills that you think are going to be useful in this environment, please apply. 


Senior Game Programmer Art Director 
Your creative solutions to the designers impossible This is a rare opportunity to be involved in making 
requests will shape the gaming experience. Some ony beautiful online worlds. You will organise 
of the areas up for grabs are combat systems, and manage a team of up to 15-20 artists, creating 
game scripting systems, complex object the art content for the game. You will be responsible 
interactions, path finding, user interfaces, for establishing production schedules and task lists, 
physics modelling, and all those other bread and managing the art team on a day-to-day basis, 
butter games programmer bits. maintaining the artistic consistency and overall 


quality of the art content. 
Requirements 


* Solid C/C++ Requirements 
* Win32/DirectX *  * Demonstrated ability to manage an art team to 
- Games Industry experience fe(=sTel lato 
* Avid gamer * Good working knowledge of 3DStudioMAX 
* Knowledge of project management software 
Desirable 
* 3D/maths/physics Desirable 
* Network programming ~ Games Industry Experience 
* UI Design * Photorealistic modelling / texturing skills 


- 2D life drawing skills 
* Animation skills 


AVA | Che ‘S. Fi OR TE Send applications to: jobs@syd.microforte.com.au www.microforte.com.au 


Office Manager 


We are looking for an enthusiastic, 
self-starter to provide administrative, 
accounting and management support 

for the studio. You will be responsible for 
all aspects of the management of the 
office, including budget tracking, 
establishing office procedures and policies, 
overseeing the processing of orders and 
invoices for the office, and the coordination 
of management and bookkeeping activities 
with the Canberra office. 


Requirements ; 

* At least 5 years experience in office or 
team management and accounting skills 

* Experience managing in an environment 
of constant change with energy & initiative 

* Effective time planning, prioritisation of 
workload and project management skills 

* High-level communication and 
interpersonal skills 
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Discreet 

Electronic Arts 

Micro Forte 

Academy of Interactive Entertainment 
Holmesglen TAFE 

Eyecon 

Torus Games 







The interactive computer games industry is one 
of Australia's unknown success stories, having 
really only gotten going seriously in Australia 
early in the 90's and now exporting an estimated 


$30m this year. 





Are you a part of this explosive growth? 

‘The Game Developers Association of Australia 
(GDAA) was formed in November 1999 and 
launched at the inaugural Australian Game 

_ Developers Conference (AGDC) in Sydney 
| later that month. Since that time, the GDAA 
has expanded to nine companies with several 


& ra more on the way. 
pr: tt in 
A S S O Cl AT lO N O _ ips Association's goals 


Aitracting new talent into the industry 
AUSTRAL i A ‘Keeping talent already in the industry in Australia 
dip: ‘Attracting capital and publishers from overseas 
| ‘Promoting a sense of community within the industry. 


www.gdad.dasn.au 


In addition to becoming a part of one of Australia's fastest growing industries, GDAA 
members also get access to industry statistics on market size, sales figures and personnel 
employed by game developers within Australia, technical seminars from vendors on 

the latest hardware and software, voting power, speaking opportunities and discounts 
atthe AGDC, ability to work with educational entities to help improve the quality of 
games education and much, much more. The GDAA offers Australian developers a 
platform from which to take on the world! 


Joining is simple! Simply go to the GDAA website at www.gdaad.asn.au 

and click on the ‘members’ tab at the top. From there, follow the instructions 
for joining and you'll be on your way to joining one of Australia's most active 
industry associations. 





THE ACADEMY OF INTERACTIVE ENTERTAINMENT LTD 


NATIONAL INSTITUTE OF DESIGN#EAST WING=PHILLIP AVEs WATSON =CANBERRA #A.C.T 2602 = AUSTRALIA 
PHONE: +61 2 6207 3899 = FACSIMILE: +61 2 6207 3759 = INTERNET: www.aie.act.edu.au 
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Game Developers Association of Australia 








Infogrames: SSG Evolution Games’ 
Micro Forte Ratbag Games ___ Blue Tongue 

Tantalus QANTM cmc Torus Games 
Interactive ae 


Artwork provided by Blue Tongue, Intogrames Melbourne House, Krome Studios, Micro Forté, Ratbag, Tantalas and Torus Games. 


www.gdaa.asn.au 





